Name: Kenzie

Age: 37

Home: Willowroot

Fur Color: Gra)/

Guard Rank:
Cloak Color:
Be[ief

Playing a
Belief earns
a fate point

Godl

Accomplishing
a Goal earns a
persona point

Instinet
Playing an
Instinct earns
a fate point

Contacts

Gear

Patvol Leader

Royal Blue
It’s not what you ﬁ_'y/tf, but what you ﬁﬁ/tf for.

[ must ﬁm/ evidence that will determine
[ff/tc grain peddler is a traitor or not.

A/wa)/s consult Saxon when trouble arises.

Staﬂ map and orders ﬁfam Guendolyn

Parents: A/ﬁ’w/ & Laurel

Senior Artisan: Fabron, assistant weapon smith
of Lockhaven

Mentor: 04l (Aeceased)

Friend: Katlyun the Archivist
Enemy: Jasper the Storyteller Fate
7

One point alllows you to reroll
any 6s as new dice

Persona
7

PSRN
Add one die per point spent
or tap Nature

Conditions

HeaLtHY

HUNGRY/THIRSTY .coov.

-1 to disposition to any conflict.

ANGRY (0b 2 wil)
-1 to disposition for any conflict
that uses Will as its base.

TIRED (©b 3 Health) e

-1 to disposition for all conflicts.

INJURED (0b 4 Health) v

-1D to skills, Nature, Will and
Health (but not recovery).

SICK (©ob 4 wil

3 O Reroll failed dice

O Used this session

SHEUSUSUSHSHS

Traits 21D to skills, Nature, Will and
Health (but not recovery).
TRAIT NAME TRAIT LEVEL BENEIFICIAL USES CHECKS
C / 1 ® + 1D per session [ O Used this session O00O
aim 2O+ 1D per roll — May be used on each roll. 0000
3 O Reroll failed dice | O Used this session
7—// I @ + 1D per session [ O Used this session O00O Earmng C[lec[i.?
a 2 O+ 1D per roll — May be used on each roll. 0000 1: -1D to your ind. or vs. test
3 O Reroll failed dice | O Used this session 2: + 2D to opponent’s vs. test
Lé‘ﬂﬂ/ﬂ" 1 @ + 1D per session [ O Used this session 0000 2: Break versus test tie in
2 O+ 1D per roll — May be used on each roll. 0000 opponent’s favor
3 O Reroll failed dice | O Used this session
Spem{mg C[lecfw
1 O+ 1D per session | O Used this session 0000 A ,
2O+ 1D per roll — May be used on each roll. 0000 1: One test during Players’ Turn
3 O Reroll failed dice | O Used this session 2: Recovery check during
1 O+ 1D per session | O Used this session O000O GM'’s Turn .
2 O+ 1D per roll — May be used on each roll. 0000 3: Charge: temporarily elevate

trait for remainder of session
2/4: Recharge trait

e in
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Abilities

Rating  Advancement Special Abilities Rating Advancement

POOOOO0O POOOOO0000

NATURE (Mouse) i(i EOD0000 RESOURCES 2. EOODOO0000
| Jelelololele} POOOOO0000

WILL "B EOOOOO CIRCLES 2 EOOOO00000
POOO000

HEALTH .. Rooooo =

When testing, roll the number of dice listed with your ability or skill.
BASIC JQ

Independent Tests: The player must roll 4s or better (“successes”) equal to the obstacle. [y
DICE Versus Tests: The player must generate more successes than his opponent. f
RULES ‘m I Am Wise: You may add + 1D by incorporating one of your related wises.
Teamwork: Help from another player adds +1D

Mouse Nature can be used for, escaping, climbing, hiding and foraging. 2
Acting with your Nature: Use Nature in place of any relevant skill. /

Acting against Nature: Use Nature in place of any ability or skill, if test is failed, Nature is ’/
taxed by the margin of failure. $2
Tapping Nature: You may spend a persona point to add your Nature rank to any roll /"
T@ aside from Resources and Circles. If outside of your Nature, the ability is automatically -::.;J ‘
taxed by 1. If the roll is failed, Nature is taxed by margin of failure. //
Skills
Skill Rating  Advancement Skill Rating Advancement I“/"
P00000O P:000000 %’
FIGHTER e FOOOOO ORATOR = EOO000 A
POOOO0O POOOOOO @ )
HEALER id. FOOOOO DECEIVER e EOO00O o5
P-00000O P:000000 '/
HUNTER o EOO000 PERSUADER e E:OOO00O )
)
P00000O . P:000000 %
INSTRUCTOR 2. EOOOOO Path-wise 2. EOOOOO ’/Z;
POOOOOO . POOOOOO [/
PATHFINDER 2. EOOOOO Duck-wise 2., 00000 i\ /i
,  POO0OOOO Escort-wi 2 P:-000000 2’
SCOUT boe. FOOOOO seort-wise L. FOO0O00O A
/|
P-oo000O o poooooo /)
SURVIVALIST 2 pooo0o Patrol Leader-wise 2. po0000 }j
,  PO0O000OO po0o0O0O0OO f’ 1
WEATHER WATCHER ... REOOOOO s EOOO0O ¥
.. POO0O00O POOO000O v,/
Archivist 2. R0000O e EOOO0OO 2
. POOO00O POOOOOO '
Smith s EOOOOO s EOO000
P00000O P:000000
s OOO0O0O s FOO000
POOO0OO P-O0OO000 2
s FOOO0O0O s FOO0O00 y

DAL SN L SPA L ST LS A LSS L S L SPINL SPHAS L S

P = Pass; successful tests
F = Fail; failed tests.

Advancement requires: Passed tests equal to the skill rank and failed tests equal to one
less than the rank. Learning a newE’liill requires: tests equal to Nature rank.
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E”P“‘*m“ CONFLICT MECHANICS |

Decide the type of conflict.

Starting Disposition

To generate a starting disposition for a conflict, test the
listed appropriate skill and add those successes to the rating
i, of the listed ability, subtract any condition penalties from
" that total. Apply condition penalties to the disposition. If ¥
" acting in a group, all unique penalties apply to the group’s
disposition. Check gear (like armor) for disposition bonuses
or penalties.

= =%

CONFLICT GOAL

Determine participants and teams.
State goals. Write them on your sheets.
Roll for your starting disposition.

Check participants’ conditions. Modify
dispositions accordingly.

%
Choose three actions in private. The GM chooses #

ACTION INTERACTIONS

disposition. Disposition cannot
go higher than the starting total.

Independent Obstacle: 3.

his actions first. £ Conflict Type | Test Skill Add to Base
] [ Y A @ Reveal first action. The GM reveals his action first. Congult Argument Persuader will
g the Actions Table to see how your actions interact. Speech Orator will
CONFLICT ACTIONS ACTIONS g/lhake Ac(;i‘on teAs;. Add am(/i.moldif:?rs.tgomdgear o'trAweuApons. Negotiation Haggling will
. . . ange disposition accordingly. If either disposition is -
Action1 Action 2 Action 3 DESCRIPTIONS reduced to 0, stop. Fight Fighter Health or Nature
O Attack O Attack O Attack Privately choose one action in each volley. Reveal and test for Actions 2 and 3. Same rules as above. Fight Animal Fighter or Hunter | Health or Nature
Attack 8 After Action 3, all teams who still have disposition of 1 or Chase Scout Nature
O Defend O Defend O Defend Attack reduces disposition by mor; private]t)flcP;lcsglsetthree mortehact;ons Th.edproc;s]s T Military Wil
. . . i . continues until all the teams on the players’ side or the
O Feint & O Feint O Feint margin of success GM''s have been reduced to 0 disposition. Journey Pathfinder Health
Independent Obstacle: O ) ] . ; )
O Maneuver O Maneuver O Maneuver Once one side has been reduced to 0 disposition, work Other Attack skill GM's call
Defend out a compromise appropriate to the damage done to the E.T T.E
Add the margin of success to the winning team'’s disposition. :

SAMPLE WEAPONS

Attack Defem{ Feint | Maneuover Feint EJA Weupon | Attack | Defen({ | Feint | Maneuver Speciq[ | Lengﬂl LE 5!‘ MULTIPLE
Attack 1 \Y% * A% Feint is a special attack. If played against FIGHT CHARACTERS
Defend, the Defender may not test. INATEAM
Defem{ Vv 1 * A% K . Axe +1s —)iD) -1D — — Normal If h t
The Feinter makes an independent test, you have two or
Feint * < \Y% | successes reduce his target’s disposition. Bow +1D* - - +2D *Vs Defend only | Missile more mice in one team,
If played against an Attack, the Feinting Halberd f1s@0 | _jp@e _ID®® | 4 | plspean s ik Spear each player takes
aneuver v v ! ! layer may not attack or defend. If played i
p Y y ; ; By - It play Hook _ID _ _ +ID, +1s | — Normal turns testing for and
against another Feint, make a versus test. and Line describing his actions
I= Independent action. Test both separately, both actions The margin of success is subtracted from p
; ’ i — — — i i or the team. Two
can be successful or both can fail. the loser’s disposition. If played against Knife Sepprakl || Al DEarECTy
; e ) h against spear Thrown players alternate back
V= Versus. Roll skills or abilities against each other. Maneuver, test Feint at Ob 0. Successes are or bow
Highest number of successes wins. removed from opponent’s disposition. shicld o b Health Normal and forth. Three players
i i i ipti i 1e - + - - - calt orma each get one action out
*Special. See Feint action description at right. Independent Obstacle: 0 g
Sling — — — +1D — Missile of the set of three. If
SKILLS BY CONFLICT/ACTION Maneuver Spear _ _ _ +1D _ Spear you have four players
Spend your margin of success to buy a P P on one team. which 1
E—J - ticular effect. You may buy multiple Staff — — +1D | — — Normal or ’
Conflict Type | Attack | Defend Feint Maneuue,L'E par recommend against
flctTyp 4 | effects if you can afford it. You can’t buy Thrown 8 ,
Argument | Persuader | Persuader | Persuader | Persuader the same effect twice on the same action. sword — — — — +1D to one Normal the fourth player starts
or Deceiver | or Deceiver o Margin of Success 1: Impede: -1D action type the next exchange of
Chase Scout Pathfinder | Pathfinder Scout disadvantage to your opponent’s ARGUMENT actions. Then you go'
Fight Fighter Nature Fighter Nature next action. Intimidation | — — s s — — around the table again.
Fight Fighteror | Lore. or Fighter or Lore. or ® Margin of Success 2: Gain position: Deception | — _ +1s +1s _ _ 7
Animal Hunter Nature Hunter Nature +2D advantage to your next action.
Negotiation | Haggler Haggler Deceiver Deceiver e Margin of Success 3: Disarm: remove Evidence +ls - - - Mf‘;‘ hav'e -
‘ ‘ eviaence!
Journey Pathfinder | See descr. Pathfinder See descr. one of your opponent’s gear or
. K Roleplay = = = = + 1D to one =
Speech Orator Orator Orator or Orator or weapons, disable a trait for the action type
Deceiver Deceiver [ remainder of the conflict. Or you Promises | — +1D _ _ _ _
War Militarist | Militarist Militarist Militarist | may Impede and Gain Position.
Repeatin; -1D -1D -1D -1D = =
% or Orator ﬂrﬁ-ﬁ Independent Obstacle: O 1 5

H reE




